This was a very interesting project. It was done in the basement of 
a house where one could occasionally find three computers running 
simultaneously— two on the program and an occasional visit by the one 
wandering transient with the manual. We would like to stress that this is 
a game written for the 64 on the 64. Most games are either written for 
another computer and then modified to work on the 64, or some big 
mainframe system and then translated to a language that the 64 can use. 
It was not a translation from another game or computer, and because 
of this the program takes advantage of the whole 64 system, requiring 
only a little load time and fitting the whole program on only one floppy. 
All of the game code was written by use of a monitor on an Educator 64 
which is essentially a 64 in a case from a Commodore PET line. Most 
of the graphics sets and map data were entered on an SX-64, the portable 
with a built-in disk drive. The only part not made by the 64 is the words 
you read here. The manual was done on an Apple Macintosh Plus (sin! 
sin!) for the simple reason that it (and I) were available, and we did not 
have a copy of a good word processor that could incorporate graphics 
for the 64. With this setup, I had a 64 sitting beside the Mac, and i copied 
the screens using only what was shown in the program. There were some 
occasional setbacks— trying to figure out why the SAVE option wasn't 
working properly and blowing up the main program, how to make the 
bumper that checks for objects in the buildings work, redding the sound 
that Joey blew away before supper and guessing the SID settings, re- 
moving the floppy from the internal drive that the Macintosh ate (Quote 
the Apple Technician: '. . . It's in his hand?!?!?'), and other little quirks, 
but as you will tell, these problems have all been taken care of and you 
can look forward to an adventure of the highest quality and excitement 
level ever to hit the market. . . . 
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Wc\z spirit of aimenture. tElfe thrill of tlje 
quest, knofalehge of our surroundings, 
anb faishom as to Ijofo to use tljese things 
to our ofon ahUantage. ©Ijese are tlje things 
tljat Iferoes are mahe of, for fcritljout tlje skill, 
spirit, anb ioisbom tljat one neehs to surHifce, 
all coulb possiblg be lost — quest, tljrill, 
anb life itself. JVnb surfrhie one must, for 
tlje quest is faitljin anb arounb us alL 'SIo 
enhure tlje quest, one must Ijafre strengtlj, 
brafcrerg, anb get still contain tlje gentleness 
anb compassion as ang otl|er ljuman. ©ur 
actions sl|oulb not be in Ijaste, for foe mag 
soon regret tl|at foljicl] foe cannot overturn; 
anb get foe slfoulb still be able to relg upon 
instinct anb pofaers of jubgement in orber 
to make becisions in a split seconb anb 
execution of tl|at action as rapiblg. JUl of 
tljese things anb more are necessarg in orber 
for tlje abbenturer to complete Ijis quest anb 
lifce to see tomorrofcu ttljese things must 
be remembereb in tl|e completion of tfjis task, 
for tljis is not just a game, but an ahiienture; 
an escape from realitg. <3lt mag elJen be 
someone else's realitg. JVll tljat's reouireb 
is tl|at gou bo tlje best gou can bo. J\nb if 
faorse comes to faorse, prag occasionallg^. 
after all, it can't ljurt— 
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Loading instructions: 

To load the game, simply place the Skariten disk in 
your disk drive. If you have a Commodore 1 28, then place 
the computer in the 64 mode by simply typing "GO 64" 
and press RETURN. After the disk is in the drive and you 
are ready for the thrill of a lifetime, use the command 
'LOAD "*", 8' or the equivalent if you have any fast load 
device installed, type RUN, and away you go! This game 
also requires that you have a joystick, and it should be 
plugged in to Port 2. 

It is advisable that if this is your first time through the 
game, you should read the whole manual before you at- 
tempt any type of game play. The creators of this game 
are also avid game players, and we are guilty of not 
reading past the loading instructions before we dive in 
to a new game that we've just received. If you want to 
understand the game fully then read the manual. Other- 
wise, the game itself might get confusing after a while 
because you don't understand, and if you're not pleased 
then we're not pleased. Please take the time to sit down 
and read the manual, and you will better understand 
and enjoy the game. 



5 



THE TJEGEND 

a proclamation from t&e fcina of aileron 
to &i* JStopaJ &on, tfyt prince. 

It is about the tRouMc. The tcRRible 
plague oF FeaR and teRROR That has stRuck 
our SReat conlincnt op \vantiae. CDany 
have known about the Real cause oF it all, 
and yet tbcRe bas been veRy little suggested 
as to bow sucb a pRoblem can be solved. 
Ulbat is tbe PRoblem, vou ask?? UJby, tbe 
PRoblem is tbe one being tbat can cause 
even a minute action on bis paRt Resulting 
in QReat amounts oF dcstRuction. It is tbe 
Result oF tbe mighty dRagon Skagilen . 
which is RumoRed to be tbe most woRst oF 
beasts by manneR oF viRtue and deed, having 
a bide oF scales tbat is uttcRly 
impcnetRable to all weaponRy oF our time. 
In tbe last two bundRed yeaRS, tbe dRaQon 
bas Reigned oveR tbe whole continent witb 
FeaR and teRROR as its tools. CDany 
RepResentati ves oF cacb Race, tbe Finest oF 
tbeiR waRRioRs and Fighting men, tRied at 
Firs t to Rid tbe land oF tbi's loathsome 
cReatuRe, but tbey all Failed. Cacb Race 
cReated its own weapon to gain an uppeR 
band on tbe wicked beast, and yet tbey all 
still Failed because tbey did not combine 
tbeiR magicks when tbey went out to do 
battle witb tbe beast. Tbi's can be tbe only 
way to deFeat tbe dRaQon, and so this is to 
be youR task. 

CUbo aRe you? you aRe but oF Royal 
blood, a., immediate descendant oF tne Ki'nQ 
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oF ^vantiae; bis son. By ORdcR oF necessity, 
you bave been called upon by tbe king, Royal 
Family, and tbe continent itselF to Remove 
tbe evil SkaRiten F*om tbe land and 
RcstoRe tRanguflity to tbe count Ry side. 
Tbe cRown is depending on you to RetURn 
Feelings oF good cbeeR and Faitb to tbe 
countRyside, For all oF tbese things bave 
leFt witb tbe couRage to Fight the dRagon. 
CDany oF tbe continent orc losing Faith in 
tbe pResent monaRcby because all oF the 
otbeR waRRioRs aRe FeaRFul to engage in 
battle witb the dRagon. £or this Reason, 
tbe people orc no longeR Fully assuRed tbat 
tbe king is doing his best to Resolve tbe 
PRoblem. Tbis is to be youR m task: to 
Remove tbe dRagon and RestoRe Faith in the 
CRown, youR own Family, and bRi'ng bonouR 
to youRselF. 

youR FT*RSt and FoRemost impoRtant 
paRt oF completing youR guest is acguiRing 
tbe necessaRy equipment in oRdeR to 
complete youR goal. To kill tbe dRagon, you 
must collect all oF the weapons and otbeR 
items tbat the otbeR Races devi'sed in tbeiR 
attempts to do tbe same. One such item is 
a speaR Fo*ged by human Fine and magic. 
Known as the SpeaR oF Slayi'nQ, it is the 
one weapon believed to be able to possibly 
kill the beast. It is not known to be Fact, 
For all attempts to wound tbe beast bave 
Resulted in the uscrs own untimely demise. 
The OwaRvcs have made a mystical helm oF 
Lions CouRage, which when woRn It gives 
tbe^ beaRCR a puRe moRality. It bas been 
WRittcn oF in legend and Iorc and woRtby 
oF noting, that tbe Gives may bave CReated 
a single pai*R oF boots called tbe Boots oF 
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StRiding. IF The legend is tRue, then tbese 
so-called boots allow The weaReR To 
TRavcRsc 3 * cat distances in the same s^c 
step, tbeReby Reducing ones pactoRS of 
Fatigue. XnotbeR legend is tbc legend oF 
tbe epCfstencc of aRmoR tbat will prove to 
be Resistant to dRagons blows and bReatb, 
but it fi not known bow long tbe a r m o r 
will last or wbeRC tbc aRmon is kept. 
Once again, tbis is legend, so it is not 
known iF tbc?; actually; eJCisT. TbeRC aRe 
otbcR legends, mytbs, and stoRies oF otbcR 
magical items sucb as magical swoRds, 
bows, and otbeR intCResting items tbat 
could c?Cfst, but tbose will be lefl to be 
Found. 

In oRdeR to complete {/our guest, you 
must choose a cbaRactcR appROpRiate to 
(/our needs as to bow to eXtcRminate tbe 
d Rag on. Cfou aRe given a c bo ice oF two 
types oF cbaRacteRs to cboose FRom. Tbese 
aRe tbe For m oF tbe FTgbteR and tbe mage. 
Tbe FfgbtcR is able to use any type oF 
weapon known to tbe continent. Tbe 
disadvantage oF tbe FTgbteR is tbat be can 
use no magical items or spells except For 
tbe items tbat aRe necessaRy to kill tbe 
dRagon. Tbese items must be Found in tbe 
coursc oF tbe guest. Tbe mage, on tbe 
otbeR band is able to use all tbe spells 
available to bim, as long as be bas tbe 
necessaRy magic points to cast tbe spell. 
CDages, boweveR, bave been FoRbfddcn to 
citbcR make or use weapons. Tbis is 
because way back in kvantiaes bistoRy, tbe 
mages oF tbe land all came togctbeR and 
designed tbeiR own poweRFul weapons. 
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Ulben tbeRe was a disagReement between 
tbeiR Race, tbeiR ensuing battle was so 
destRUctive tbat tbey tuRned oveR balF of 
tbe countRyside into wasteland, ^ taking 
bundReds op yeaRS For vegetation and 
wildliFc to RetuRn to tbem. Today, tbese 
aReas aRe completely/ RecovcRed but For one 
place wbfeb still shows tbese scaRS, and 
the mages oF tbe land bave since been 
banned FRom CReation or use oF all weapons 
eXcept For a single mystical speaR, also 
tbe SpeaR oF Slaying. Botb tbc mage and 
tbe FigbteR aRe tbe son oF tbc King oF tbe 
kingdom ^tcrod, wbicb is tbc pRimaRy 
kingdom oF ^vantiae. Since yoaR descent is 
oF Royalty, you sbould act accoRdingly, and 
stRive to be as viRtuous you possibly can 
be. 

TbeRC aRe many tbings tbat one must 
be cautious about duRing tbe couRse oF tht 
guest. One oF tbc most impORtant tbings 
to RemembeR is to^ watcb youR level oF 
Fatigue. IF tbis Raises veRy bigb, tben you 
must Rest. IF you aRe in a combat 
situation wben youR Fatigue climbs, tben 
you could be condemned to ceRtain deatb 
because one cannot Ffgbt a cReatuRe ^wben 
one does not bave tbe stRengtb to wield a 
swoRd, bold a sbield, or utteR a magical 
chant. One mus t be constantly awaRe tbat 
bis Fatigue does not incRease to a 
intoleRable bigb numbeR. In or deR to 
assuRe sucb an occuRRcnce does not bappen, 
tbe waRRi'oR sbould occasionally set up 
camp and Rest For a pcRiod oF time. 
^notbeR facX to keep in mind is tbe level 
oF moRale oF tbc advcntuReR. IF tbc 
moRale level is low, then you may F?gbt 
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unTbouT conviction, and ultimately lose the 
fcattle. Ba auoaRc of these Xi»o FactoRS 
constantly. 

(Jour guest may take you tbRoutjb 
uncbaRted lands and may also provc tbat 
tbinQs aRcnt always as they seem. you 
must be constantly on (/our QuaRd For 
surprisc amfcusb and unpRovoked attack. 
Ncvcr take any situations lightly, For they 
could lead to doom. ]ust RcmemfceR to be 
constantly watching and do youR best to 
Remain in tbe best shape possible in case 
oF combat situations. 

COay the Cods smile upon you on this 
peRilous louRney you aRe about to undeRtake. 
and may you RetuRn saFe. sound, and with 
Sood tidings oF the death oF the evil 
SkaRiten. XUt shall anpeiously await 

youR tRiumphant RecntRy to the castle oF 
^veRon. 
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II. Game Proceedings 
A. Stats Description 

After completing the loading instructions, depending 
on whether you have a fast loader of some sort, the drive 
will run for a little while. When this is done, you will be 
presented with a title screen. At the bottom, after the 
load, you will see a small message: 



C TO CONTINUE SAVED GAME 
N TO 1 START NEW ADVENTURE 



If you have been involved in a previous adventure that 
is not yet complete, then you would want to continue 
your game, providing you saved it to disk. If not, then 
select 'N' on the keyboard. This will bring you to the 
character creation screen. 



ENTER NAME 
(UP TO 7 CHAR) . | 

ENTER CLASS 
(MAGE/ FIGHTER) : 



Creating a new character does not necessarily mean 
that your previous character has been wiped out of 
existence. The only way that this is done is if you save 
your new character on the game disk. 

Decide upon a name for your character and enter it 
where the cursor is at. Do the same to decide if you 
would rather use a mage or fighter to complete your 
quest. If you wish, a simple M' or F is sufficient for 
selection. If you like another name than the one you first 
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had, then choose N' after the program asks if the selec- 
tions were satisfactory. This will mean you will have to go 
through the process again, but it also allows correction 
of any mistakes that might have been made. 

After the character selection is complete, you are pre- 
sented with the main playing screen, where all of the 
action takes place and your character s statistics are also 
shown. If you have any experience at role-playing games, 
the stats will look familiar. If not, then this is a brief lesson. 
STR' is the amount of strength possessed by a player, 
being a factor between 1 0 and 1 8 with the highest at 1 8. 
INT is the amount of intelligence possessed by a player, 
and also uses the same scale of 1 8 as strength. DEX' is a 
players dexterity, or agility. A low dexterity means that 
a player may not be as well coordinated as a person that 
has a higher dexterity. 'CON' is for constitution, or the 
character s ability to withstand physical and mental pres- 
sure or trauma. Constitution affects the amount of en- 
durance and stamina of a character, which could decide 
the victor in any battle. It also affects the total amount 
of hit points that a player has. Your Hit Points are directly 
related to constitution. They show the total amount of 
damage that the character can take before he dies. This 
is your window to the distant continent of Avantiae, and 
it is also the way that you control the actions of your 
character. The playscreen looks something like this: 
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I. Playing Screen 



STF 


15 


50 
LVL 


01 


INT 


16 


IIP 


16 


con 


18 


nop 


10 


de:: 


1? 


FAT 


01 







STAFF 


API! 


«p 


NONE 



Field 



II. Playing Screen Description 

Character name 



S trength 
Intelligence 
Constitution 
Dexterity 

V 



Hit Points 

/ 



Text Window (for talking to 
others in game) 



Level 

Magic Points 
Morale 
Fatigue 




____ Current Weapon 
in Hand 



Gold Amount 



Rations Left 
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The two interesting stats that are not usually found in 
adventure games that can play a vital role in the game 
itself are the factors of morale and fatigue, which is a 
deciding factor in any battle. Morale is your feelings 
toward your surroundings. If your morale is high, then 
you feel good about the things that are happening around 
you, and any actions that you do will be at the best of 
your ability. If, on the other hand, your morale is low, 
then there are factors that can inhibit your performance 
as to the best possible action. Your performances suffer, 
your battle skills begin to fail, and if not corrected then 
you could end up stone, cold dead. Morale runs on a 
scale from 10 to 1; ten being the best morale, and one 
being the worst. 

The other new statistic to be added is the factor of 
Fatigue. As you may well know, after doing certain ac- 
tions for a long period of time, you begin to tire. This 
is very true of battle. In other games, you could continue 
to fight with the same character, kill millions of ores, 
and be fresh enough to do in another million the next day. 
This may be a nice feature for some who are inexperi- 
enced, but it is far from being realistic. The fatigue factor 
changes all of this, stressing that you should take on no 
more than you think you can handle. If you get in over 
your head, you could very well end up in the local burial 
grounds with your only hopes of glory as an archaeologi- 
cal find after decomposing for a billion years. The best 
and primary way to combat fatigue is to hole up and camp 
for a spell (the procedure for doing this will be explained 
later). A warrior with low fatigue is one who will live to 
see the light of the next day, and be able to tell of his 
battles with pride instead of embarrassment. It's more 
fun that way. 
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B. Menu Selection and Items 

How do you select which weapon you want to use? 
How do you set up camp to rest? Where the heck is this 
nice save feature that allows you to continue after supper 
and that one favorite television episode? Fear not, mighty 
adventurer. If you are not in a city, then the way to get 
to these utilities is to simply press the button. In place 
of your statistics, you get a nice menu of options that 
are available: 



I HYG0NE 

1) SEARCH 

2) CAMP 

3) WEAPONS 

4 ) SAVE 

5) EXIT 



Selection screen 
(appears when button 
is pressed) 



This is your selection screen. You are given four options 
for the game and one to leave this menu and return to 
your stats display. When you call up this menu, the top 
item SEARCH will be highlited in blue, showing that it 
is selected for use. If you want to search, then simply 
press the button. Why would you want to search? One 
reason would be if you want to look for the Spear of 
Slaying. The search function is necessay for locating 
the equipment that is vital to completing your quest. 

If you want to camp instead of search, then pull the 
joystick down until CAMP is blue, then press the button. 
You will then see a graphic representation of your char- 
acter camping. Your character is done resting when his 
form reappears on the screen. Why is it necessary to 
camp during the game? Simple: the better rested you 
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are, the lower your fatigue and the higher your morale. 
Therefore, keep rested at all times. 

Weapons allows your character to change the weapon 
that he is currently holding in his hand. Select this item 
and press the button, then watch the WEAPON column 
under the stats board as it changes to the weapon of your 
choice. The selection is done by moving the joystick 
forward until the weapon desired appears in the column. 
Your choice depends on what weapons you buy and find 
while on your quest. Choices range from the traditional 
two-edged sword to the bow to the huge battle axe. A 
total of six weapons are to be chosen from depending 
on what you have in your possession. However, you can 
only have one set of armor at a time. This is the only out 
of common sense, because how many armor sets can you 
wear at one time? Also, how many armor sets can you 
carry around at one time? The only thing that extra armor 
contributes to is a hernia and rapid tiring. Since the 
extra armor isn't necessary, then you don't (and can't) 
have any extra sets. When you have the weapon you 
want, press the button again and you return back to the 
selection screen. 

The last two items are rather apparent and are rather 
simple in execution. SAVE just saves your current posi- 
tion and condition of your character along with any item 
gains or losses. EXIT returns you to the stats display. 

C. City/Building Entrance 

How is it possible that you can enter the cities? The 
method is quite simple. All you have to do is place your 
character over the city and the words 'PRESS BUTTON' 
appear in the text window indicating that it is possible 
to enter the structure, whether it is a city, village, or 
tower. There will be a short load time as the village data 
loads in to the computer, and then you will see the en- 
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trance to the structure itself. You will see the buildings 
and other things that are in the town, some of which you 
may be able to enter. All you ever have to watch for is 
the words 'PRESS BUTTON' to appear in the text window, 
and then you know that it is possible to enter a building. 
If you do not wish to enter at a particular time, simply 
walk on by the front door/gate, and the message will 
disappear. It is usually a good idea to enter a structure 
when it has been discovered for the first time in order to 
try and locate an item that may be necessary in order to 
complete the quest, to raise your level of food, or just to 
get some information. Therefore, use the cities to your 
advantage, for they can hold the key to the solution of 
the quest itself. 
D. Special Items 

There are some special items that are necessary to the 
completion of the quest. All of the items listed below 
are these items: 

Spear of Slaying: this is the only known weapon to be 
able to wound the beast ... no one lasted long enough 
against the dragon to see if it would kill it. 

Helm of Lion's Courage: when it is worn by the ad- 
venturer, it gives him an attitude of invincibility. 

Mystical Armor: just that, an armor that can protect 
the wearer from the violent force of a dragon in combat, 
although no one is very sure how long it will last in 
combat. 

Key of Opening: When found by the adventurer, this 
key leaves no door or chest locked. It is a mystical key 
that opens any obstacle. 

Boots of Striding: If found (it is not known even if they 
exist, but since it is lore, we may as well tell you what 
they do), they help to reduce the fatigue of the wearer. 

If these things are possessed by the adventurer, then 
they will be displayed in tiny icon form under the player's 
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statistics, according to what the player has found. All of 
these items are necessary if the completion of the quest 
is the goal. Without these items, you will not complete 
the quest, so the quicker these things are obtained, the 
faster the quest will approach the final battle. 

E. Gathering Information 

In order to obtain the special items that are needed to 
complete the quest, you must search the continent and 
the towns, cities, and villages. Occasionally you may 
stumble on a certain item that is vital to your task, but 
finding most of these will rely more on talking to inhabi- 
tants that live in the area. To do this, walk up to any 
person on the screen and press the button. Then simply 
type in what you wish to say to that person, but keep in 
mind-you can only use certain key words. For example, 
typing NAME means that you are inquiring about the 
name of the person. There are other key words that are 
available, but if we gave you those, then there would 
be no adventure. 

F. To Battle! 

You are taking a leisurely walk through the woods, 
doing ordinary things that any other experienced dragon 
killer does at the time, such as cleaning and caring for 
your weapons, keeping in top physical form, and other 
things to keep at your best. Suddenly, out of nowhere, 
three strange creatures leap out brandishing weapons 
and yelling unintelligible curses. What to do, What to do? 
Run and preserve your skin to fight less vile (and dan- 
gerous) vermin? Maybe, but then you would be ridiculed 
for being a coward, and these guys don't look like the 
type to spare a person who has turned their back on 
them. No, no my good friend. You must fight or die. 
Survival is not easy, but it is imperative. You may run 



18 



from your attackers, but in the end, they must be exter- 
minated; for as long as they breathe, they will keep right 
on coming at you. 



G. Spells and Spell Usage 

NOTE . . . This information is imperative for the mage 
only. 

There are four different spells available to the mage. 
They are listed in the order of power consumption and 
importance. The least powerful of these is the magic bolt. 
This spell fires a minimal bolt of energy toward your 
adversary. Not something to use on that huge ore tower- 
ing over 1 5 feet above you, but able to slow more smaller 
annoyances. The next powerful spell is the paralysis 
spell, which as its name implies, paralyzes the opponent. 
This is a permanent spell, but the bigger the boogie man 
the lesser the effect of the spell. Onward and upward 
we have the lightning bolt. I'm sure you've seen one, 
and the effects are . . . well, let's just say that I would 
rather cast this spell than be on the receiving end. This 
is more effective on larger creatures, and capable of 
vaporizing those nuisances that you would have other- 
wise used the magic bolt on. Definitely fun . . . Finally, we 
have the mind blast. The mind blast spell is a final resolu- 
tion to an attack. The theoretical concept is that it takes 
every synapse in the body of the attacking creature and 
creates multiple short circuits, resulting in the instant 
death of the attacker. No creature can withstand the 
attack. Since each of these spells use pure mental energy, 
they are very taxing on the caster in the terms of magic 
points. This shows a direct relationship between casting 
ability and intelligence. If you are as smart as a brick, 
then don't expect to cast the spell of a god, but those 
spells that are so special to bricks. 
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H. Final Prayers 

Well . . . what else is left to be said? Don't take candy 
from strangers, don't go in dark places alone, say no' to 
drugs, and all of that other stuff you were taught when 
you were young . . . but seriously, folks. There are many 
secrets left hidden for you to find. Visit cities often, for 
they offer you the wealth of information that is necessary 
to finish the adventure. Carry all of the weapons you can 
find. And remember, Remember, REMEMBER . . . this 
game designer has a twisted mind: look for anything 
out of the ordinary. Good luck, bon voyage, and God 
help you . . . 'cause you're gonna need him. 
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